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PREFACE. 


1 Game of Whiſt is ſo happi- 
ly compounded betwixt chance 
and ſkill, 2 if is generally eſteem- 
ed the moſt curious and entertain- 
ing of the cards, and is therefore 
become a favourite amuſement to 
perſons of the firit conſequence, and 
the molt diſtinguiſhed abilities; the 
great variety df hands and critical 
caſes, ariſing from ſuch a number 
of cards, renders the game ſo nice 
and diſſicult, that much time and 
practice has heretofore been neceſ- 
ſary to the obtaining a tolerable 
degree of knowledge in it. 

Ihe following maxims were be- 
gun by way of memorandums for 
private uſe, and are publiſhed with 
a deſign to inſtruct beginners, to 
aſſiſt the moderate proſicient, and, 
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in general, to put the players more 
upon equality, by diſcloſing the ſe- 
crets of the game. 

The author pretends not to teach 
thoſe who are deeply {killed in the 
art of Whiſt, but hopes to merit 
their indulgence and profit by their 
admonitions, ſo as to correct what 
is amiſs, and improve what appears 
imperfect. 


MAXIM Ss, &c. 


LEADER. 
EGIN with the ſuit of which you 


have moſt in number. 
Foren MP trumps are out, 
you will probably make ſeveral tricks in it. 


2. If you hold equal number: in different 
ſuits, begin with the flrongeſt 

Becauſ: & is the leait liable to injure 
your partner. 


« Sequences are * "azs eligib.e leads. 
L they ſupport your partner's 
without 1 injuring Your own. 


4. Lead from a King or Queen, rather 
0 than fram an Ace. 


) 
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6 LEADER 


For ſince the adverſaries will lead from 
thoſe ſuits which you do not, your ace will 
do them moſt harm. 


5. Lead froma King rather than from a 
Queen, and from a Queen rather than a 
Knave. 

For the ſtronger the ſuit, the leſs is your 
partner endangered. 


6. Lead nit from Ace Ducen, or Ace 
Nuave, till it becomes neceſſary. 

For if that ſuit is led by the adverſaries, 
you have a good chance of making two 
tricks in it. 


7. In all ſequences to a Neeen, Knave, 
or ten, begin with the kigheft. 

. it will frequently diſtreſs your 
left hand adverſary. 


8. Having Ace, King, and Knave, lead 
the King. 

For if ſtrong in trumps, you may wait 
the return of that ſuit, and ſineſs the Knave. 


Having Ace, King, and one ſmall 
* 


ad the ſmall one. 

| by this lead your partner has a 
chance to make the Knave. | 
10. Hu- 
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10. Having Ace, King, and two or three 
ſmall cards, play Ace and King if weak in 
trumps, but a ſmall card if ſtrung in them. 

For. when ſtrong in trumps, you way 
give your partner the chance of making the 


firſt trick. 


- 11. Having King, Queen, and one jmall 
card, flay the ſmail one. 

For your partner has an equal chance 
to win the trick; and you necd not fear 
to make King or Queen. 


12 Having King, Qieen, and two or 
three ſmail cards, iead a mall card f ſtrong 
in trumps, and the King if weak in them. 

For ſtrenth in trumps entitles you to play 

a backward game, and to give your partner 
the chance of winning the firlt trick; but 
if weak in trumps, it is neceſſary to ſecure 
a trick in that ſuir, by leading the King 
or Queen. 


13. Having an Ace nwith Hur ſmall 
cards, and no :ther g 6d ſuit ; play a ſmall 
card if ftreng in trumps, ani the ace if 
uc | 

For ſtrength in trumps may en ou 
to mak one or two of the {mail c al- 
though your partuer ſhould nut be able to 
ſupport the Icad. 
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8 SECOND HAND, 


14. Having King, Knave, and ten, lead 
the ten. 


For if your partner holds the Ace, you 


have a good chance of making three tricks, 
whether he paſſes the ten or not. 


15. Having Aing, Queen, and ten, lead 
the King. 

For if it falls, upon the return of that 
ſuit from your partner, by putting on the 


ten you have a chance of making two 


tricks, 


16. Having Queen, Knave, and nine, 
lead the Queen. 


For upon the return of that ſuit from 


your partner, by putting on the nine you 
will probably make the Knave. 


SECOND HAND. 


1. Having Ace, King, and ſmall ones, 
play a ſmall card if flrong in trumps, but 
the King if weak in them. 

For otherwiſe your Ace or King might 
be trumpt in the latter cafe, and no hazards 


ſho run with few trumps bur ia cri- 
_ tical , 
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. Having Ace, Queen, and ſmall cards, 


play a ſmall one. | 
For upon the return of that ſuit you will 


probably make two tricks. 


3. Having Ace, Knave and ſmall cards, 
play a ſmall one. 

For upon the return of that ſuit, you 
will probably make two tricks. 


4. Having Ace, ten or nine with ſmall 
cards, play a ſmall one. | 

For by this method you have a chance 
of making two tricks in the ſuit, 


5. Having King, Queen, ten, and ſmall 
cards, play the Queen. | 

For by playing the ten upon the return 
of the ſuit, you will probably make two 


tricks in it. 


6. Having King, Queen, and ſmall cards, 
play a ſmall card if ſtrong in trumps, but 
the Queen if weak in them. 

For ſtrength in trumps warrants playing 
a backward game, and *tis always advanta- 
geous to keep back your adverſarics ſuit. 


7. If you hold a ſequence to your higheſt 
card in the ſuit, play the lea of it. Re 
| or 
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For by this means your partner is in- 
formed of your ſtrength in that ſuit. 


8. Having Queer, Knave, and ſmall ones, 
play the Knave, 


Becauſe you vill in great probability ſe- 
Cure a trick in that ſuit. 


9. Having Queen, ten, and ſmall ones, 
play a ſmal: ane 


For your partner has an equal chance to 
win the trick. 


10. Having either Ace, King, Queen, Gr 
Krave with ſmall cards, play a jmall one. 


For your partner has an equal chance to 
win the trick. 


11. Having either Ace, King, Queen, or 
Anate, with one ſmall card only, play the 
ſmall one. 


For otherwiſe the adverſary will fineſs 
upon you in that fait. 


12. If a Queen is led, and you hold the 
King, put it on. 
For if your partner holds the Ace you 
do no harm, and if the King is taken, the 
adverſaries have played two honours to one. 
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THIRD HAND. It 


13. If a Knave is led, and you hold the 
Dueen, put it on. 


For at the worſt you bring down two 
honours for one. 


14 If a Kin 7 is led, and you hold Ace 
Ruate and ſmall ones, play the Ace. 


For it cannot do the adverſaries a greater 
injury. 


LIGEP HA ND. 


. Having AF ard King, play the Hee, 
8 return the King. 
Becauſe you are not to keep the com- 
mand of your partner's ſtrong ſuit. 


2. Having Ate and Queen, play the Ace, 
and return the Queen, 

For although it. may prove better in ſame 
caſes to put on the Queen, yet in general 


your partner is beſt ſupported by the me- 
thod above. 


2. Having Ace and Knace, bia the Ace, 
and return the Krave. 


The KEnave, is returned in PR to 
ſtrengthen your partner's hand. 


4. Having 
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12 FOURTH HAND. 


4. Having King and Nuave, play the 
Kirg ; and if it wins, return the Knave. 
Becauſe it will ſtrengthen your partner's 


- hand. 


5. Always put on the beſt when your part- 
ner leads a ſmail card. 

Becauſe it beſt ſupports your partner's 
hand. 


6. If you hold the Ace and one ſmall card 
enly, and your partner leads the King ; put 
on the Ace and return the ſmall one. 

For otherwiſe your Ace will be an ob- 
ſtruction to his ſuit. 


7. If you hold the Ring and one ſmall 
card only, and your partner leads the Ace ; 
if the trumps are out it is good play to put 
en the King. 

For by putting on the King, there is no 


obſtruction to the ſuit. 


FOURTH HAND. 


1. If a King is led, and you hold Ace, 
K'nave, and a ſmail card, play the ſmall one. 

For ſuppoling the Queen to follow, you 
will probably make both Ace and Knave. 

5 2. Mhen 


CASES, &c. T3 
2. When the third hand ir weak in his 


partner's lead, you may often return that 


ſuit is great advantage. 


But this rule mutt not be applied to 
trumps, unleſs you are very ſtrong indeed. 


Caſes in which yon ſhould return your 
partner's lead immediately. 


t. IWhen van win with the Ace, and can 
return an hongur. 


For then it will greatly ſtrengthen his 
hand. 


2. When he leads a trump. 
In which caſe return the beſt remainin 


in your hand (unleſs you hold four origi- 
nally). 


An exception to this arifes if the lead is 
through an honour. 


. When your partrer has trumpt ont. 
i or then it is evident he wants to make 
lus great ſuit. 


4. When you have no» g card in ary 
ether ſuit. 


For then you are entircly dependent on 
your partner. 
B Caſcs 
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Caſes in which you ſhould not return your 
partner's lead immediately. 


1. If you win with the King, Queen, or 
Knave, and hace only ſmall cards remain- 
ing. 

For the return of a ſmall card will more 
diſtreſs than ſtrengthen your partner. 


2. If you hold a getd ſequence. 
For then you may ſhew a ſtrong ſuit, 
aid not injure his hand. 


3. Tf yeu have a firtng ſuit. 

Becauſe leading from a ſtrong ſuft i a 
direction to your partner, and cannot in 
jure him. 


4. If you have a god hand. 
For in this caſe you have a right to con- 


ſult your own hand, and not your partner'z. 


5. If you hol l foe trump. 
For then you are warraitcd to play 
trumps if you think it right. 


Of LEADING TRUMPS. 


1. Lead trumps from a ſtreng band, but 
never from a weak one. A 
7 
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By which means you will ſecure your 
good cards from being trumpt. 


2. Trump not with a bad hand, although 
you hold five ſmall trumps. 

For fince your cards are bad, it is only 
trumping for the adverſaries good ones. 


3. Having Ace, King, Knave, andthree 
ſmall trumps, play Ace and King. 

For the probability of the Queen's fal- 
ling is in your favour. | 

4. Having Ace. R.., Rinave, 11d one or 
two ſmall trump», , e King; and wart 
the return from your fartnir i put on the 
Knave. 

This method is in order to win the 
Queen ; but if you have particular reaſons 
to wiſh the trumps out, play two rows 
of trumps, and then your {trong ſuit, 


5. Having Ace, King, aud two er three 
ſmall trumps, lead a ſmall one. 

This method is with a view to let your 
partner win the firſt trick, but if you have 
good reaſons for getting out the trumps, 
play three rounds, or play Ace and King, 
and then proceed with your ſtrong ſuit. 
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6. If your adverſaries are eight, and you 
hold no hanour, throw off your beſt trump. 

For if your partner has not two honours 
you have loſt the game; and, if he holds 
two honours, it is molt advantageous for 
you to lead a trump. 


7. Having Ace, Queen, K nave, and ſinall 
trumps, play the Knave. 

For by this means only the King can 
make againſt you. 


8. Having Ace, Queen. Ten, aud one or 
two ſmall trumps, le 2 a ſmall one. 

For it wil! give your partner a chance 
to win the trick, and Keep the command in 
your own hand. 


9. Having King, Queen, ten, and ſmall 
trumps, lead the [xt ing. 

For if the King is loſt, upon the return 
of trumps you way finefs the ten. 


IO. Having K ing, Nuave, Fen, and [mall 
ones, lead tle Knave. 

Becauſz it wil! prevent the adverſaries 
from making a ſmall trump. 


11. Having Queen, Knave, 1:ine, and 
ſmall trumps, lead the Queen. 1 
dor 
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For if your partner holds the Ace, you 
have a good chance of making the whole 
ſuit. 

12. Having Queen, Ruave, and two or 
three ſmall trumps, lead the Queen. 

For if your partner holds the Ace, you 


_ a good chance for making the whole 
uit. | 


13. Having Knave, ten, eight, and ſmall 
trumps, lead the Knave. 

For on the return of trumps, you may 
probably fineſs the eight to advantage. 


14. Having Knave, ten, and three ſmall 
trumps, lead the Knave. | 

Becauſe it will moſt diſtreſs your adver- 
ſaries, unleſs two honours are held on your 
right hand; the odds againſt which is 
about three to one. 


15. Having only ſmall trumps, begin with 
the higheſt. 

By this play you will ſupport your part- 
ner all you can. 


16. Having a ſequence, begin with the 


higheſt. 
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Py this means your partner is beſt in- 
ſtructed how to play his hand, and cannot 
poſſibly be injured. 

17. If an honour is turned up on your 
lejt, and the game much againſt you, lead 
a trump the firſt opportunity. 

For your game being deſperately bad, 
this method is the molt likely to retrieve 
It, 


18. In all other caſes it is dangerous 
leading through an hinonr, unleſs you are 
ffrong in trumps, er have a good hand. 

Becauſe all the advantage of trumping 
through an honour lies in the fiveſſing o 
your partner. | 


19. Suppefing hereafter it is proper t9 
lead trumps : If an honour is turned up on 
your left, and you hold only one henaur with 
@ ſmall trump, throw off the honour, and 
next the ſmall one. 

Becauſe it will greatly ftrengthen your 
partner's hand, and connot hurt your own. 


20. If an honour is turned up on the left, 
and you hold a ſequence, lead the higheſt of 
a. 

Becauſe it will prevent the laſt hand from 
injuring your partner, 
21. If 
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21. If a Queen is turned up en the leſt, 
and you hold Ace, Ring, and a ſmall one, 
lead the ſinall trump. 

Becauſe you will have a chance for get- 
ting the Queen. 


22. If a Queen 7s turned up en your It, 
and you hold the Knave with ſmall ones, lead 
the Knave. 

For the Knave can be of no ſervice ſince 
the Queen is on your left. 


23. If an honour is turned wh by your 
partner, and you are flrong in trumps, lead 
a ſmall ane; but, if weak in them, lead the 
beſt you have. 

By this play the weakeſt hand will ſup- 
port the ſtrongeſt. 


24. If an Ace is turned up en the right, 
and you held Ring, Queen, and Knactw:, lead 
the Knave. 

For it is a ſecure lead. 


25. If an Ace is turned up on the right, 
au you hold King, Queen, and ten, lead 
the King ; and, upon the return of trumps, 
play the ten. 

For by this means you ſhow a great 
ſtrength ro your partner, and will probably 
make two tricks in them. 


26. If 
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26. Va King is turned p on the right, 


and you hold Queen, Knave and nine, lead 
the Knave ; and, upon the return of trumps, 
play the nine. 

Becauſe it may prevent the ten from 
making. 


27. If a King is turned up on your right, 
and you hold Knave, ten and nine, lead the 
nine ; and, upon the return of trumps, play 
the ten. | 

Becauſe this method will beſt diſcloſe 


your ſtrength in trumps. 


28. If a Queen is turned up on the right, 
and you hold Ace, King and Knave, lead 
the King ; and, upon the return of trumps, 
play the Ruave. 

Becauſe you are certain to make the 
Knave. | 


29. Ja Queen is turned up on the right, 
and you hold Ace, King, and ſmall ones, 


ud the King; and, upon the return of 


trumnps, youmay nue, unleſs the Queen falls. 
For otherwiſe the Queen will make a 

trick. £ 
30. If a Knave is turned up on the right, 
and you hold King, Queen and ten, lead the 
Queen 5 


WHEN YOU TURN 2 
Queen and, upon the'return of trump!, play 


the ten. 
For by this means you will make the 


ten. 


3t. If a Knave is turned up on the ts 
and you hel Ring, Queen and ſmall cones 
lead the King ; and if that comes home play 
a ſmall one. 
For it is probable your partner holds the 


Ace. 


22. If a Knave ir turned ug an the right, 
and you bold King, ten. or Owen, with tw 
ſmall cards, le ad a fi rf ule s (. , 24 {918 the 
return of trumps, play the ion. 

For it is five to four that your partner 
holds one c hondur. 


WHEN YOU TURN UP 
AN HONOUR. 


1. If you turn up an Ace, ani h:ld only 
one /mall trump with it, if meas adverſary 
lzads the King, fut en the 

For it can do the arti no greater 


1njur Yo 


2. If you turn up an Ace, and hold two 


ar three ſmall trumps with it, and either 
ade. ary 
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adverſary lads the King, put en a ſmall 
one. 

For if you play the Ace, you give up 
the command in trumps. 


3. If you turn up a King, and held only 
one ſmall trump with it, and your right 
hand adverſary leads a trump, play the King. 

This caſe is really ſomewhat doubrfal, 
and very good players think differently. 


4. If you turn up a King, and hold two 
or three ſmall trumps with it, if your right 
hand adverſary leads a trump, play a ſmall 
one. 

It being the beſt way of ſecuring your 
King. 


5. If you turn up a Queen or Knave, and 
hold only ſmall trumps with it, if your right 
hand adverſary leads a trump, put on a ſmall 
one. 


It being the ſecureſt play. 


6. If you hold a 7 ay to the honour 
turned up, play it laſt. 

By this means your partner will be the 
beſt acquainted with your ſtrength in 
trumps, 


OF 
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Or PLAYING FOR THE ODD TRICK. 


I. Be cautious of trumping out, notwith- 
flanding you have a good hand. 

For ſince you want the odd trick only, 
it would be abſurd to play a great game. 


2. Never trump out if your partner ap- 
pears likely io trump a ſuit. | 

For it is evidently beſt to let your part» 
ner make his trumps. 


3. If ym are mederately ſirong in trumpsy 
it i; right ts force your partner. 

For by this means you probably gain a 
trick. | 


4. Make ur tricks early, and be caus 
tions of finer". 

That you may not be greatly irjured, 
though you fail of making the odd trick. 


8. Den ha ffugle car of any ſuit, 
ann., l. er luce ſmall iru. , lead the 
ing, Cad . | 

Fer it un give you a chance cf making 
a fine trump. | 


GENERAL 
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GENERAL RULES. 


1. Be very cantious how you change 
ſuits, and let no artifice of the adverſary i in- 
duce you to it. 


2. Keep a commanding card to bring 
in your ſtrong ſuit when the trumps are 
out, if your hand will admit of ſuch pre- 
tenſions. 


3. Never keep back your partner's ſuit 
in trumps, but return them the firlt oppor- 
tunity. 


4. If you hold a ftrong ſuit and but few 
trumps, rather force your adverfaries than 
lead trumps ; unleſs you are ſtrong in the 
other ſuits likewiſe. 


5. Be ſure to make the odd trick when 
it is in your power. 


6. Always conſider the ſcores, and play 
your hand accordingly. 


In a backward game, you may often 
riſk. one trick in order to win two; but in 
a forward game you are to be more cau- 
tious ; 
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tious ; unleſs you have a good probability 
of getting up. 


8. In returning your partner's lead play 
the beſt you have, when you hold but three 
originally, 


9. Remember what cards drop from each 
hand, how many of each ſuit are out, au 
what is the beſt remaining card in each, 


Io. Lead not originally from a ſuit of 
which you have Ace and Queen, Ace and 
Knave, or King and Knave, if you hold 
another moderate ſuit, | 


11. If neither of your adverſaries will 
lead from the above ſuits, you mult do it 
yourſelf with a ſmall card. 


12. You are ſtrong * with five 
ſmall ones, or three . ones and one + 


honour. 


13. Do not trump a card when you are 
ſtrong in trumps, and the more eſpecially 
if you hold a ſtrong ſuit, 


14. If you hold only a few ſmall trumps, 
make them if you can. 
15. If 


— ———ä—ä—— — . 
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15. If your partner refuſes to trump a 
ſujt of which he knows youu have not the 
beſt, lead him your belt trump the ſirſt op- 
portun:ty. | 


15. If your partner has trumpt a ſuit, 
and refuſes to play trumps, lead him that 
ſuit again. 


17. Never force your partner but when 
vou arc ſtrong in trumps, unleſs you have 
a renounce yourſelf, or want only the odd 
trick. 


18. If the adverſaries trump ont and your 
partner has a renounce, give him that fuit 
when you oct the lead, if you think he has 
a ſmall trump leſt. 


19. Lead not from an Ace ſuit original- 
ly, if. you huld four in number of another 
ſuit. £5 A 


20 When trumps are either returned by 
your pertrer, or led by the adverſaries, 
you may fineſs deeply in them; 9 
all the command you can in your own hand. 


21. If you lead the King of any ſuit and 
make it, you mult not thence conclude that 
Four partner holds the Ace. 


22, It 


— 
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22. It is ſometimes proper to lead a 
thirteenth card, in order to force the ad- 
verſary, and make your partner laſt player. 


23. [f weak in trumps make your tricks 
ſoon, but when ſtrong in them, you may 
play a more backward game. 


24. Keep a ſmall] card of your partner's 
firſt lead, if poſſible, in order to return it 
when the trumps are out. 


25. Never force the adverſary with your 
belt card of a ſuit, unleſs you have the ſe- 
cund belt alſo, 


26. In your partner's lead, endeavour to 
keep the command in his hand, rather thau 
in your own. 


27. If you have a ſaw, it is generally bet- 
ter to purſue it than to trump out; al- 


though you ſhould be ſtrong in trumps 


with a good ſuit. 


28. Keep the trump you turn up as 
long as you properly can. 


29. When you hold all the remaining 
trumps, play one of them to inform your 
| C 2 partner; 
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partner; and then put the lead into his 
hand. 


30. It is better to lead from Ace and 
nine, than from Ace and ten. 


31. It is better to lead trumps through 
an Ace or King, than through a Queen or 
Enave. | 


32. If you are reduced to the laſt trump, 
ſome winning cards, and one loſing card 
only, lead the loſing card. 


33. If only your partner has trumps re- 
maining, and he leads a ſuit of which you 
hold none, if ycu have a good quart (or 
fequence of four) throw away the higheſt 
of it. 


34. If you have an Ace with one ſmall 
card of any ſuit, and ſeveral winning cards 
in other ſuits, rather throw away ſome 
winning card than that ſmall one. 


38. If you hold only one honour with a 
{mall trump, and wiſh the trumps out, lead 
the honour firlt, 


36. If 


* 
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36. If trumps have been led thrice, and 
there be two remaining in the adverſaries 
hands, endeavour to force them out. 


37. Never play the beſt card of your 
adverſaries lead at ſecond hand, unleſs your 
partner has none of that ſuit. 


28. If you have four trumps, and the 
command of a ſuit whereof your partner 
has none, lead a {mail card iu order that 
he may trump it. 


39. If you hold fire trumps, with a good 


hand, play trumps, aud clear your adverla- 
ries hands of them. 


40. If you hold the Ace and three ſma!l 
trumps when the adverſarics lead them, and 
have no particular reaſun for Hopping the 
ſuit, let them quietly make King and 


Queen, and on the third round play the 
Acc. | 


4t. Suppoſing yourſelf leader with three 
imall trumps, one ftrong fuit, one mode- 
rate ſuit, and a ſingle car, begin ith the 


ſtrong ſuit, and next lead the lingle card. 


C 3 42. Be 


' 
1 
| 
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42. Be careful how you ſort your cards, 
Jeatt a ſharp and curious eye ſhould diſcover 
the number of your trumps, 


CALCULATIONS. 


T. It is about 5 to 4, that your partner 
holds one card out of any two. 


2. It is about 5 to 2, that your partner 
holds one card out of any three. 


3. It is about 4 to 1, that your partner 
holds one card out of any four. 


4. It is 2 to 1, that your partner does 
Not hold a certain card. 


5. It is about 3 to 1, that your partner 
does not hold two cards out of any three. 


6. It is about 3 to 2, that your partner 
does not hold two cards out of any four. 


A Table 


A TABLE of Chances for Winning. 


At any ſcores of the game except 8 and 
9, the odds of 2 is nearly in a reci- 
procal proportion to the points wanted, as 
by the following table; ſuppoſing D the 
dealer, aud E the elder hand. 


Scores of The ods for oy: 
D and E. D, ncariy. | nearly, \ 
O o | 105 to 10 21 to 20 
| I © | I© 915 41 x 
2 o to 934.7 4 WE 
3 O 10 7.1.3 2 þ | 
4 0 110 6 15 3 
5 o | 10 TJ I 
6 o 1410 41 5 2 
7 o [10 9817 2 
8 © 110 31-8 1 
98 2815 2 | 4 i 
92 9 8 | 43 4 \ 
3 1 | 9 714 33 
4 119 3 2 
5 119 3 4 
| 6 i | 9 4 | 7 3 
4 19 t 4 
8 119 2 | 5 a 
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LAWS OF THE GAME AT 
WHIST, FROM HOYLE. 


. If any perſon plays out of his turn, 
it is in the option of either of his adverſa- 
ries to call the card fo played, at any time 
in that deal, providgd it does not make him 
revoke ; or if either of the adverſe party is 
to lead, he may deſire his partner to-name 
the ſuit he chuſes to have him lead, and 
when a ſuit is then named, the partner 
mult play it if he has it. 


No revoke to be claimed till the trick 
18 e and quitted, or the party who re- 
voked, or his partner, have played again. 


3. If a revoke happens to be made, the 
adverſe party may add 2 to his ſcore, and 
the re roking party, provided they are up, 
notwithſtanding the penalty, mult remain 
at 9: the revoke takes place of any other 
{core of the game. 


4. If any perſon calls at any point of 
the game, except 8, either of the adverie 


parties may call a new deal; zud they are 


at liberty to conſult each cih:r whether 
they will have a new dcal, 
D 2 5. Af. er 


40. LAWS, Ke. 


5. Aſter the trump card is ſeen, no body 
ought to remind his partner to call. | 


6. If the trump-card is ſeen, no honours 


in the preceding deal can be ſet up, unleſs 
they were before claimed. 


7. If any perſon ſeparates a card from 
the reſt, either of the adverſe parties may 
call it, provided he names it, and proves 
the ſeparation; but in caſe he calls a wrong 
card, either of the adverſe parties may once 
call the higheſt or loweſt card in any ſuit 
led during that deal. 


8. Each perſon ought to lay his card be- 
fore him; after he has done fo, if either of 
the adverſe parties mix their cards with 
his, his partner is entitled to demand each 
perſon to lay his card before him; but not 
to enquire who played any particular card. 


9. If any perſon revokes, and before the 
cards are turned, diſcovers it, the adverſe 
party may call either the higheſt or the 
loweſt card of the ſuit led, or have their 
option to call the card then played at any 


other time, when it does not cauſe a re- 
voke. 


20. If 
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10. If a card in dealing is turned up, it 
is in the option of the adverſe party to call 
a new deal, unleſs they, or either of them, 
have been the cauſe of turning up ſuch 


card ; in which caſe the dealer has the 
option. 


11. If the Ace, or any other card of any 
ſuit is led, and it ſhou!d ſo happen that the 
laſt player plays out of his turn, whether 
his partner has any of the ſuit lead or not 
(provided you do not make him revoke) he 


is neither entitled to trump it, nor to win 
that trick. 


12. If a card is faced in the pack, they 
muſt deal again, except it is the laft card. 


13. None of the players are to take up, 
or look at their cards, while any perſon is 
dealing ; and if the dealer ſhould happen 
to mits deal, in that caſe he ſhould deal a- 
gainz and if a card is turned up in deal- 
10g, no new deal is to be called. 


14. When a card is led, if one of the 
adverſaries plays out of his turn, his part- 
ner is not to win the trick, if he can avoid 
it without revoking. 


15. Every 
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15. Every perſon ought to ſee that he 
has 12 cards dealt him; therefore if any 
one ſhould happen to have only 12 cards, 
and does not find it out till ſeveral tricks 
are played, and that the reſt of the players 
have their right numbers, the deal ſtands 
good; and alſo the perſon who plays 12 
cards is to be puniſhed with each revoke, in 
caſe he has made any; but if any of the reſt 
of the players ſhould happen to have 14 
cards, in that caſe the deal is void. 


16. If any perſon throws his cards upon 
the table, with their faces upwards, upon 
ſuppoltition-that he has oft the game, the 
adverlarics have it in their power to call 
any of thote cards, when they think pro- 
pcr, provided they do not make the party 
1cvoke. 


17. A and Care partners againfl B and 
D; A leads a club, his partner C plays 
before the adverlary B; in this caſe 1) has 
a right to play before his partner B, be- 
caule C played out of his turn. 


18. If any perſon is hive of winning 
every trick in his hand, he may thew his 
caids upon the table; but ſhould it fo hap- 


pen 
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pen that he has any loſing card in his hand, 


he is then liable to have all his cards cal- 
led 

19. No perſon ought to aſk his partner 
When cr he had played an honour, while 
th- ids are playing. 


22. A and C are partners againſt B and 
D ; X leads a club, B plays a ſpade, C 
plays the King of clubs, and D plays a 
Clu; Þ diſcovers he has revoked before 
the trick is turned: 


Query, what is the penalty ? 


C may take up his card again, and ſo 
may D, and either A or C have it in their 
option to oblige B t9 p'ay the higheſt Or 
the loweſt card of the {uit led. 


21. If any perſon calls at the point of 
8, and his partner anſwers, and both the 
011 ſite parties have thrown up their cards, 
and ir appears that the other ſide had not 
tuo by honours; in this caſe they may 
conſuſt with one another about it, and are 
at liberty to ſtand the deal or not. 


22. And if any body anſwers, when he 


has not an honour, the adverſe party may 
| gonſult 


conſult with one àbother about it, and are 
at liberty to ſtand the deal or not. 


23. No perſon may take new cards in 
the middle of a game, without the conſent 
of all parties. 


24. The dealer ought to leave to view 
upon the table his trump card, till it is his 
turn to play; and after he has mixed it 
with his other cards, no body is entitled 
to demand what card is turned up, but 
may aſk what is trumps : This conſequence 
attends ſuch a Jaw, that the dealer cannot 
name a wrong card, which be otherwiſe 
might have done. 


